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Half Dwarves 


Half Dwarves are a race or humanoids born 
through the union of an anda 

although children born of two dwarf blooded 
parents are not uncommon. Dwarves and humans 
have lived shoulder to shoulder for most of history, 
especially since the fall of the ancient dwarven 
kingdom of Kolzamor. Despite the lack of any taboo 
between human and dwarven pairings, the 


existence of half dwarves is very rare. 


Half dwarves have a unique perspective on the 
world, blending the dedication and observant 
nature of their dwarven parent with the fiery 
passion inherited by mankind, they see the world 
with the opportunistic eyes of humanity and the 
pragmatic heart of dwarves, leading most to 
develop a sage-like understanding of their 
surroundings. Despite this, many half dwarves, Type Gurasnoid 
especially half mountain dwarves, have a deep 

seated stubbornness that makes itself much more Subtype Dwarf 
apparent without a dwarves natural stoicism. Half Aligniient hy 
dwarves are generally not happy perusing the role 

of craftsmen or laborers often become Challenge = 1/4 
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Physical Characteristics al 


Half dwarves stand taller than dwarves but shorter than humans. They inherit the heavy build 
and wide features of their khazar lineage, but their skin color is normally dictated by 

their human side. Half dwarves are commonly seen as either tall dwarves or short humans, 
depending on who is making the observation. Most can spot a half dwarf when they see one, 


although mistakes have been made in the past. 
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Culture al 


Half dwarves have no culture to call their own, although the culture of Findle may be the 
closest thing to a true "half dwarven" nation given the large population and influence of 
dwarven blooded humans. Generally speaking half dwarves represent the culture they were 
born into. Despite their close connection to their dwarven kin, many half dwarves do not hold 
onto the same ancient grudges and rarely learn the combat and masonry skills of their dwarven 


parents. Most half dwarves are much happier to live in the moment, then focus on the past. 


3.5 Stats A 


+2 Wisdom 

Size: Medium 

Speed: 30ft. 

Resistant: Half dwarves gain a +2 racial bonus on saving throws against mind-affecting 
affects and poison. 

Stability: Half dwarves are exceptionally stable on their feet. A half dwarf has a +2 bonus 
on ability checks made to resist being bull rushed or tripped when standing on the ground 
(but not when climbing, flying, riding, or otherwise not standing firmly on the ground). 
Though not as stocky as their dwarf parents, half dwarves still have a lower center of 
gravity than humans. 

Low light vision: Half dwarves can see in the dark better than their human parents, but 
not nearly as well as dwarves. 

Dwarven Blood: For all effects related to race, a half-dwarf is considered an dwarf anda 
human. 

May select a half dwarf variant. 

Favored Class: Cleric 


May select a half dwarf variant. 


3.5 Half Dwarf Variants 


In addition to the base Half Dwarf stats, certain dwarf lineages offer special abilities. 


Half Mountain Dwarves may choose to gain the following benefit. 


e -2 Charisma 
e +1racial bonus on attack rolls against elves (including half-elves) and orcs (including 


half-orcs). 


e You can move at your full movement speed even when wearing medium or heavy armor. 


Hill Dwarf 6 


Half Hill Dwarves may choose to gain the following benefit. 


e -2 Dexterity 
e Weapon Familiarity: Half hill dwarves value versatility more than anything else. They treat 


dwarven waraxes and bastard swords as martial weapons, rather than exotic weapons. 


Korobokuru 6 


Half Korobokuru may choose to gain the following benefit. 


-2 Intelligence 

+2 bonus on Heal, Knowledge (nature), and Survival checks: Similar to their hill dwarf 
cousins, half korobokuru are survivors and are well equipped to care for themselves and 
their families. 


+2 racial bonus on saving throws against poison. 
Duergar © 
Half Duergar may choose to gain the following benefit. 
-2 Charisma 
Darkvision 60 
Spell-Like Abilities: 1/day—enlarge person as a wizard of twice your class level (minimum 
caster level 3rd); these abilities affect only the you and whatever you carry. 
Frost Dwarf 6 
Half Frost Dwarves may choose to gain the following benefit. 


e -2 Charisma 
e Resist 10 Cold. 


5e Stats o 


+2 Wisdom, +1 Constitution. 

Size: Medium 

Speed: 30 ft. 

Versatile Specialization: Half dwarves favour versatility and deal an extra 1 point of 
damage when wielding weapons with the versatile ability. 

Stubborn Resilience: You have advantage on saving throws against poison and on 
Wisdom (insight) checks. 

Tool Proficiency: You gain proficiency with one Artisan's Tool, Gaming Set or Musical 
Instrument of your choice. 

Languages: You can speak, read, and write Khazan, the common language of your region, 


and one extra language of your choice. 


5e Half Dwarf Variants o 


In addition to the base Half Dwarf stats, certain dwarf lineages offer special abilities. 


Mountain Dwarf 6 


Half Mountain Dwarves may choose to gain the following benefit. 


e Dwarven Armor Training: You have proficiency with light and medium armor. 


Hill Dwarf 6 


Half Hill Dwarves may choose to gain the following benefit. 


e Dwarven Combat Training: You have proficiency with the battleaxe, handaxe, throwing 


hammer, and warhammer. 


Korobokuru 6 


Half Korobokuru may choose to gain the following benefit. 


e Wild Born. You have advantage on Wisdom (Survival) checks and on Dexterity (Stealth) 


checks. 


Duergar 6 
Half Duergar may choose to gain the following benefits. This benefit replaces the Stubborn 


Resilience ability. 


Darkvision: You can see in dim light within 60 feet of you as if it were bright light, and in 
darkness as if it were dim light. You can't discern color in darkness, only shades of gray. 
Duergar Resilience: You have advantage on saving throws against illusions and against 


being charmed or paralyzed. 


Frost Dwarf 6 
Half Frost Dwarves may choose to gain the following benefit. 
e Thickbodied. Your line has lived in extreme cold for generations. You have a slightly more 


robust build than other dwarves. You're naturally adapted to cold climates, as described in 


chapter 5 of the Dungeon Masters Guide. 


Community content is available under CC-BY-SA unless otherwise noted. 


EXPLORE PROPERTIES 


FOLLOW US 


f ¥ @ © in 


OVERVIEW 


COMMUNITY 


ADVERTISE 


Contact 


FANDOM APPS 


Take your favorite fandoms with you and never miss a beat. 


Findle Wiki is a FANDOM Games Community. 


VIEW MOBILE SITE 


